PRIMA’S OFFICIAL STRATEGY GUIDE 


Kip Ward 


The awesome assemblage of Banjo-Kazooie know-how now in your hands is the product of an amazing group effort, Primas first as an 
official partner with Nintendo. This book would not have been possible without the help and good humor of Nintendo's own Juana Tingdale, 
Ellen Enrico, and Cammy Budd, as well as playtester Sean “Eyrie” Egan. A lot of the best information in this guide is a product of Sean's 
expertise. The Prima team which braved this latest adventure was headed by Project Editors Christy Curtis and Brooke Raymond, while Stacy 
Defoe, Julie Asbury, and Jim Long provided calm direction in the face of panic more than once. It was Connie and Robin that put all the 


pieces together, and made it shine. Final thanks go to Rare for creating this incredible game. 
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BANJO-KAZOOIE 


FOREWORD 


Hmmph. Mumbo magic not good enough? You need book too? You hopeless. 
Anyway, plenty of room here to show you secret spell turn Banjo into Orchid. Mumbo know 
how to gauge audience, oh yes. Here we go— 


Wait. What this? Note from Rare team? Say thank you for playing Banjo-Kazooie, hope you enjoy 
game so far. (Hah! Not get anywhere if not for Mumbo.) Also say lots of hidden stuff to find, subgames 
to master, times to beat—hope book help you squeeze every last musical note and every last minute 
of playing time out of game. 


You hurry then, read book, come back and beat witch so Banjo and stupid bird stop banging on hut 
door every five minutes. 


Mumbo hope you like game too—hope you appreciate Mumbo’s important role in heightening 
inherent humor value of game by acting as resilient foil to insults of bird and returning favor in kind, 
establishing traditional yet effective comedy partnership to offset oppressive atmosphere of quest. 


Mumbo’s English improving. 


—Mumbo Jumbo 


WELLCOME. TO SPIRAL MOUNTAIN | 


The many worlds of Banjo-Kazooie, 

and the myriad characters who help 
and hinder them in their quest to rescue 
Tooty, together make for a unique expe- 
rience in console gaming. 

As with the great Nintendo games of the past, 
Banjo-Kazooie works on several levels. It can be 
almost childishly qoofy and happy-go-lucky at one end 
of the spectrum, while at the other end .. 

The game doesn’t exactly have a dark side in the 
classic sense. But after you've played it a bit, you're 
bound to run into some situations where “happy-qo- 
lucky” is not the operative phrase, at least not from 
your point of view. 

That's where we come in. 

I€ you're just getting started, you've done the 
smart thing by latching onto this quide early in the 
adventure, We promise, There are some things in the 
geme—some Siggies and Jinjos and Witch Switches— 
that you're just not going to find in a mortal lifetime 
without a little help. You see, at the other end of the 
childish spectrum is a game 40 merciless in its expec- 
tations—40 demanding in terms of pure puzzle - So- 
ing—that we shudder to think where you might wind up 
without a nudge in the right direction, 


ON THAT (MUSICAL) 
NOTE. 


When it comes to Banjo-Kazooie, you should keep 
the big picture in mind right from the start, 
and we'll Fill in those Jiggies for you free of 
charge. From the outset, there are 40 many 
elements to the game that trying to prioritize 
can be a little overwhelming. 

Siggies, of course, are very important. 
With them you Fill in picture puzzles that 
allow Banjo and Kazooie into each of nine 
worlds, and thus move closer to rescu- 
ing Banjo's sister, Tooty, from the 
clutches of the evil witch, Gruntilda, 
Ten Jigqgies are available in each 
world, and each world also has a hidden 
Witch Switch that reveals a Jiqqy some- 
where in Gruntilda’s Lair. 


It really does seem quite absurd . 


Injos are important, ss well: the tiny, happy 
creatures Gruntilda has hidden away earn you 
a Jiqqy (one of ten) each time you rescue 
all five from a world. 

But it’s the Musical Notes that 
should be your primary Focus a4 you 
venture into each unexplored world. 
That's why we make a point of putting that information 
right up front. The notes are everywhere—there are 
100 in each world, scattered about in small qroups— 
and at first picking them up seems like something you 
do almost out of convenience. Not true, bear and bird. 

The Musical Notes open up junctures within 
Gruntilda’s Lair that lead to new areas, thus offering 
access to each new world in a way that’s indirect, but 
just a4 important a4 gathering Jiggies. 

Furthermore, Musical Notes, unlike Jiggies, reqen- 
erate whenever our heroes die, or when you exit and 
then reenter a world. The significance of this usually 
hits home only after you've gotten whacked a couple of 
times, and suddenly realize you've got to go back and 
pick up all those notes all over again. 

bo ... Musical Notes are important. Your note 
total—the sum of the high note Score from each world 
allows you to open the all-important Note Doors and 
progress further and further into the game. 

OK, here's the kicker: In the final 
analysis, you really need to get all 100 
Musical Notes from each world you visit. 

That should be the goal. Ie you pull down 
99 or even 98 in a world and then, some- 
how, get cruelly killed, you can usually 
get by. Or, of course, you can get back in 
there and do it right, and never have to 
worry about winding up in front of a 750 
Note Door with 746 notes to your name. 
Shudder. 

In a few instances, you'll want to enter 
a world for the first time and then exit 
again before making a sincere attempt to 
clear the world of all the magical treasure it 
has to offer, But once you start collecting Musical 
Notes in earnest, you must do everything possible to keep 
Banjo and Kazooie alive. You need all the notes. The 
notes reset whenever the duo dies, Get the picture? 


fortunately, there aren't a lot of things that will 
Kill you outright in Banjo-Kazooie. Late in the game, 
you'll encounter more and more instances where a 
wrong Step will certainly cause your demise, but most 
of the time you will only chip away at your health bar, 
not suck it dry in one fatal mistake, 

Now that you've got the Musical Notes firmly Fixed 
in your sights, what else do you really, seriously need 
to know about the game’s components? 


STAYIN’ ALIVE. 


The point of the game, os we've hammered home 
already, is staying alive. You don’t want to die within 
one of the nine worlds, and thereby waste all the 
note-gathering you've managed up to that point. 

Honeycomb pieces are very important. for every six 
you pick up, your life bar increases by one seqment. We 
should note in this context that there are enough hon- 
eycomb pieces, in theory, to increase your life bar to 
nine seqments, Unfortunately, you max out at eight 
seqments, 

When you die with a single life remaining, you are 
reborn with three lives, You should, however, Still pick 
up the Extra Life statuettes. Hey, who can turn down 
an extra life? 


A FE OF THE. LOCALS 


Let's start with 4 few of the Folks you'll be meeting on 
a requler basis as you explore Gruntilda’s Lair. Three 
of the characters play important, recurring roles in the 
adventures of Banjo and Kazooie, 


a BOTTLES 

This helpful mole will teach Banjo and Kazooie 
all the tricky moves they'll need to send 
Gruntilda plummeting planetside. Whenever 
you see one of his molehills, stop and say 
howdy. You'll be glad you did. 


BRENTILDA 
Gruntilda’s sweet sister, Brentilda, 
appears in many places throughout the 
Lair, always ready to impart some hideous 
inside scoop on her evil sister's life 
and/or personal habits. How horrid! But you'd 
better write everything down, because 
© Brentilda’s gossip actually serves a purpose. 
Late in the game, you'll have to defeat Gruntilda 
at a Quiz Show of her own making. Only by paying 
careful attention to Brentilda’s secrets can you defeat 
Grunty when she starts hauling out the trick questions. 
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MUMBO JUMBO 
Mumbo Jumbo is the Shaman of these 
parts. He can turn Banjo and Kazooie 
into a variety of animals (and a veq- 
etable, a4 well). OF course, Mumbo 
requires payment to perform his tricks, 
and he takes it in the form of Mumbo 
tokens, scattered throughout the lands. A few 
are quite well-hidden, but thorough explorers should 
have no problem coming up with the required toll. Also, 
notice that once you pay for a specific magic, Mumbo 
will perform it a many times as you wish, free of 
additional charges. You can—and, in a few cases, 
must—\eave a world in a transformed state, though the 
magic wears off after you travel s certain distance 
from the casting point. 


PUTTING ON THE MOVES 
Before you can perform any complex character move · 
ments, you must learn them from Bottles the mole. 
He'll gladly teach them to you if you inquire at one of 
his molehills, and each move has some very specific 
uses. A few, of course, have nuances that aren't 
apparent at first, and it’s those we'd like to draw your 
attention to outside the complete list. Perhaps you can 
benefit from some hard-won discoveries. We'll take 
them in order of interest, and the impact they have on 
the game. 


RAT-A-TAT 
RAP 
The Rat-a-Tat Rap is, 
without a doubt and in our 
humble opinion, the most useful 
move in the game. for starters, it’s 
an attack form that doesn’t 
require exact timing, because it 
lasts for a couple of seconds. Also, it 
works very well against airborne opponents, who can 
be quite worrisome otherwise. Finally, and most 
importantly, it absolutely kills all those Chompa 
monsters—the ones that come barging out of pipes in 
Clanker’s Cavern, portraits in Mad Monster Mansion, or 
trees in Click Clock Wood, Just jump at the hole where 
the beast lives—don’t wait for it to show its head—and 
perform the move, As you close in on the hole, your 
proximity triggers the monster, It sticks out its ugly 
muq and dies instantly, Sweet. 


FEATHERY FLAP 
Throughout the meat of the 
adventure, the feathery Flap 
gets you to places where a 
normal jump falls short, and 
also allows you to arrest your 
fall should you misjudge timing or dis- 
tance. You must hold down the A button 
after pressing it the first time for the 
initial jump. Hold that button down, and you'll 
be surprised at the horizontal distance you can tack 
onto a normal jump. Also, when you're falling and need 
to use the feathery Flap a4 a brake, wait until you've 
fallen at least half the distance in question to press 
(and hold) the A button, The feathery Flap will arrest 
your fall even if you're falling at a qood clip, 40 you 
don't want to execute the move too soon and leave 
yourself at a considerable height when the glide 
ride ends, 


TALON TROT 

It's Kazooie's Talon Trot that will carry 
you through a qood chunk of the game, if 
for no other reason than it’s a heck 

of a lot faster than letting Banjo do the 
walking. The Talon Trot is also more stable 
on Sloped surfaces, aż well a4 Slippery 
snow. 


BEAK BOSTER 

Used just about equally a4 an attack and a 
means of slamming Floor switches, the Beak 
Buster quickly becomes second nature, Don't 
overlook its usefulness for landing from a 

Flight or glide-if Banjo and Kazooie's shadow 

appears on the surface where you'd like to 

alight, do the Buster, and there you'll be. 


oe EGG FIRING 
ÇQ à < There are plenty of Blue éqq4 to 
be found in the game, and some- 
times it’s easy to Forget about using 
them as an attack when they're 40 com- 
monly used to trigger switches or solve puz- 
z\es. 40 we'll remind you: a barrage of eqqs 
can break up a major monster party in a big hurry. 
However, you can’t aim effectively while holding down 
the Z button If you're going to use a bunch of eggs on 
a bunch of monsters, you're probably not worried about 
aiming, of course. But if you're trying to shoot an eqq 
to solve some puzzle, swing the camera in behind 
Banjo, and center the target. 
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SWIMMING 
We mention this for its importance in 
the game, not 40 much because we 
enjoy watching that little air meter 
dwindle dangerously low, aż it 40 often 
does, When that meter gets down to two segments, you 
must head for the surface. Whatever you were trying to 
do, when it hits two little seqments—time’s up. Go get 
some air in a big hurry, or die. 


SHOCK SPRING JMP 
One of the green Shock Pads is all 
Banjo and Kazooie need to do a power 
jump of impressive height. Notice that 
you needn't stand directly on the pad to 
get the desired effect: You can initi- 
ate the move on the pad, and get the 
Shock Jump effect a qood distance away, in 
some cases that can be quite useful. 


WONDERWING 

You first learn the invulnerability 
trick from Bottles near a bunch of big 
twirling blades, and it’s easy to get 
that stuck in your head: “I'N just 
hoard my Golden feathers and wait 
for a bunch more of those blades, 
and when they show up (Il be plenty 
ready...” Here's the neus offer 
Clanker’s Cavern, that biq bunch of blades never 
arrives, Use the Wonderwing to fend off groups of fast 
foes, or those enemies you can’t deal with effectively 
any other way. The frogs in Bubbleqloop come to mind. 
The Mum-mums in Gobi’s Valley. The Zubbas in Click 
Clock. Some pesky Flying thing that’s about to kill you 
while you're holding 89 Musical Notes, You get the 
idea, 


A FH GENERAL 
STRATEGIES 
OK, it’s about time to get this party started. Let's fin- 


ish up with a few general adventuring tips, and some 
observations about the nine unique worlds, 


EXPLORING 

Gruntilda’s Lair, the sprawling mountain home through 
which you enter each world, can be a pain from a ne- 
ational standpoint. The slightly top-down view of the 
camera often makes it hard to fully appreciate your 
surroundings, 40 get used to swinging the camera 
around our heroes, and occasionally holding it in behind 
them to take a qood look up and down. 


When you're between worlds, don’t worry about 
repercussions from a quick demise. As long a4 you're 
not gathering Musical Notes in one of the nine worlds, 
getting killed merely means you're reborn in that vicin- 
ity with one less life to spare, 

Should you happen to die with only one life in your 
register, you'll be reborn at the entrance to Gruntilda’s 
Lair with three lives. All your accomplishments record 
to the game cartridge automatically as the game pro- 
qresses, thus there's virtually no chance of having to 
repeat something you've already done. 

40 don't be afraid to wander a bit. You'll be in the 
Lair for a while; you might a4 well become familiar 
enough with the layout that you don’t have to qo pawing 
through the maps whenever you need to get from one 
section to another expediently, 


-to-find Cheato spellbook shows up 
Banjo-Kazooie, and if you qo to the 


i ùm, he'll give you three codes that 

jour maximum amount for three common 
the codes beforehand would do you no 
items would ruin the suspense. We 


a very cool one. It's not 40 much a cheat as a matter of 
reward for playing the game well. Yes, 
Show you how to find the 4pelibook. All 


WHERE TO NOW, AND WHERE 
TO NEXT? 


As the game begins, Banjo is getting a 
little shut-eye as Gruntilda swoops down 
and 4pirits Tooty away to her 

mountain fortress, Upon 
awakening, head outside and meet 
Bottles, the helpful mole who will teach 
Banjo and Kazooie all the 
tricks they need to defeat 
the evil witch. 

Your first order of 
business is to learn all 
the moves Bottles can 
teach you in Spiral 
Mountain, In fact, until you 
demonstrate them effectively, the mole won't let 
you cross the bridge to Gruntilda’s Lair. 
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After you experiment with the basics of jumping, 
swimming, and climbing, it’s off to the Lair, and to 
each of the worlds in a prudent order. We mention that 
because the order itself is part of the overall enjoy- 
ment of the game, and because the expedient path has 
a few quirks, you need to know ahead of time. 


Mumbo’s Mountain: You have no choice in the matter 
when it comes to the first world. There you'll learn the 
Talon Trot, the Beak Buster, and the fine art of throw- 
ing Blue Eqqs. When you have all 100 notes and 10 
Siggies, and have Beak Busted the Witch Switch on the 
ledge near Conga, you'll want to visit Mumbo Jumbo and 
have him turn you into a little termite once more. As 
the tiny termite you'll be able to scale the outside of 
Mumbo's Mountain and claim the Jiggy on top. 


Treasure Trove Cove: The second stop on your world tour 
i the crabby cove. You'll want to do battle with 
Snipper the giant crab almost immediately, because he 
can be a brutal enemy. Better to die with a handful of 
Musical Notes in your pocket than with a depressingly 
high total. in the cove, Bottles teaches you how to fly 
and use the Shock Pads, which can boost our heroes to 
new heights. Also, notice that Beak Busting a Snippet 
nets you two energy honeycombs, not the usual single. 


Clanker’s Cavern: Clanker’s can be a pain, (t's the first 
place that sorely tests your oxygen limits. You might 
want to experiment a little with your swimming tech- 
niques at First—using the shoulder button to make tight 
turns, in particular. But oon you'll want to make the 
deep dive and attempt to raise Clanker to the surface 
of his murky pool, for the same reason that you battled 
the big crab early on at Treasure Trove Cove—you may 
die, Best to get it over with early, one way or the 
other, Within Clanker’s Cavern—actually, within Clanker 
himself—Bottles will teach you how to perform the 
Wonderwing, the duo’s invulnerability move, 


Bubbleqloop Swamp: The swamp world is the first place 
in which you must deal with a toxic substance—the 
piranha- infested swamp water, fortunately, Bottles 
teaches you how to use the Wading Boots shortly after 
you arrive, enabling you to make mad dashes to safety. 
Bubbleqloop is also the first world you'll want to exit 
very quickly—as soon a4 Bottles shows you how to use 
the boots, With them, you can wade to a nearby area 
and break open a passage at the top of a snowy hill, 
Then, when you've got all the notes and Jiggies out of 
Bubbleqloop, you can have Mumbo Jumbo change you into 
a tiny crocodile and explore that passage, which was 
too tight to accommodate you ab bear and bird. 
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Freezeezy Peak: The slushy environs of Freezeezy Peak 
are some of the most beautiful—and hazardous—in the 
game. Here, Bottles teaches you the Beak Bomb aerial 
attack, a high-speed plummet that leaves snowmen 
scattered to the wind. 


Gobi’s Valley: The hot, hot sand of Gobi’s Valley can be a 
tedious exercise, with its confusing landscape and a 
variety of enemies trying to slap and sting you into 
submission. This is where Bottles teaches you to use the 
Running Shoes to run past an increasing number of 
timed gauntlets. Speaking of which—your first priority 
should be to fill the central moat with water from the 
pyramid that opens on a timer. 


Mad Monster Mansion: The Mad Monster Mansion is a 
nasty litte exercise that requires a very nimble combi- 
nation of bear and bird. It's also another world you'll 
need to exit as one of Mumbo's incarnations—a pumpkin 
this time—and you'll have to prepare beforehand with 
that in mind. In the area leading to the Mad Monster 
Mansion entrance is a spooky yard with an iron fence, 
You must smash down that fence es Banjo and Kazooie, 
40 that when you come out as a small vegetable you can 
get to the dwelling beyond. Also, a4 a pumpkin you can 
squeeze down another tiny tunnel, this one in a rela- 
tively nearby cavern with a lava floor, Cheato lives 
there. 


Rusty Bucket Bay: Even more than Click Clock Wood, 
Rusty Bucket Bay is a killer, pure and simple. Start off 
by mastering the machinery inside the ship, because one 
misstep in that area sends you fluttering into oblivion, 


Click Clock Wood: The last of the nine worlds in Banjo- 
Kazooie, Click Clock Wood is actually four worlds in one: 
The same area a6 it progresses through spring, summer, 
fall, and winter, Here's where your mastery of Banjo 
and Kazooie’s jumping technique really pays off, as the 
towering central tree makes for some dizzying heights, 
One last time you must leave a world under Mumbo's 
spell, this time as a bumblebee, to reach the N qq 
which Click Clock’s Witch Switch reveals. 


TOOTY CALLING 


for the most part, choosing an order in which to 
tackle the nine worlds is easy. But midway through 
the game, there's some overlapping of the tasks you 
must perform in each world: your ability to get the 
job done depends on something Bottles has yet to 
teach you. 

Before you can complete freezeezy Peak, you must 
learn to use the Running Shoes in Gobi’s Valley. You must 
run a race in Freezeezy you can’t win without the shoes, 
Before you can complete Gobi Valley, however, you must 
Know how to do the Beak Bomb attack Bottles teaches you 
in Freezeezy, Because Freezeezy is the easier of the two 
worlds, in general, consider starting there. You can either 
go into Gobi’s Valley beforehand Solely to learn about the 
Running Shoes, or backtrack to Freezeezy for that one 
Siggy later on. 


Wake up, furball! Gruntilda has snatched Tooty away to her grim and foreboding mountain abode, and little sister's 
prospects aren't good, It will take every trick a bear and a bird can muster up to win the day. Nine hundred 
Musical Notes await you and an even 100 Siggies. Yow. One hundred little gold Jiggies. Don’t settle for 99. 

Only when you come home with all 100 will you get to see the game's complete ending, including a handful of 
previews for the sequel, Banjo-Tooie. As if you needed the extra incentive .... 


Tooty calls, It's time to go kick some lumpy witch butt. 


The area around Spiral Mountain serves a6 a training ground for Banjo and Kazooie prior to their tackling Gruntilda 
stronghold. As you explore, you'll-encounter Bottles’ small mole mounds, Bottles will teach you the basic moves you'll use 
throughout your adventure. i $ 

You want to be proficient wheniyou first step into Gruntilda’s Lair, but don't worry about mastering every nuance 
here, Aside fromilearning the moves, the best thing you can do in Spiral Mountain is to collect the six hidden extra hon- 
eycomb pieces, thereby adding a seqment to your life bar very early in the game. 


‘Hop up the tufts near the 
waterfalls for another 
honeycomb section. 


a 


Another piece of honeycomb sits 
atop a tree near the river. ' 


You'll find another honey- 
comb under the water. 


While you're at it, Flap Flip up 
and get the extra honeycomb. 


After learning the 
Beak Barge attack, 
crack open the 
Quarrie on the far 
right for another 


xi a 25 


Step outside and meet 
Bottles, your mentor, 


_ Bottles will teach you 
the finer points of — 
jumping near the from the final bluff, flutter 
stumps. a over and grab the Extra Life 
: i | behind the falls, 


The second Colliwobble also 
leaves a honeycomb behind. 


After you learn all 

moves Bottles has to teach f 
near Spiral Mountain, qou 
can cross the bridge to 
Gruntilda’s Lair. 


YOU'LL FIND PLENTY OF 
OTHER THINGS TO CLIMBE 


— 


Once you learn to climb, you 
can expand your perspective 
and search abilities. 
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C RON TL DAS LAIR 


The entrance to Gruntilda’s Lair is a small section of tunnels that leave you with no 
option but to enter the first world—Mumbo's Mountain, You must learn the Talon Trot 
from Goggles (in Mumbo's Mountain) before you can make it up the steep slope lett of 
the portrait that welcomes you. 


Your first Jiqqy waits up the tufts near the 
picture of Gruntilda, 


Ae 


1 ive 
Now that you've met Mr. Jiqqy, 


The picture puzzle for Mumbo’s 
where to put him? Mountain is missing a Jiggy . 


Place the Jiggy in the picture 
puzzle, and the door to Mumbo’s 
Mountain opens, 


After you complete 
Mumbo’s Mountain and 
stomp the Witch Switch 
therein, s Jiqqy appears 
atop the mountain in the 
outside area, 


Having learned the Talon Trot in 
Mumbo's Mountain, you can climb 
the steep slope in the Lair area and 
find the first Note Door. 


steep slope farthest from 
world’s entrance. 


Pelt Conga with eqgé until 
he drops his Jiggy. 


Chimpy will raise the 
stump and trade you a 
J qqq for the orange. 


Coax Conga into hitting the pads 


with oranges, and a Jiggy is yours. į 


e: gorr Jouen conons 
2 aes ae 


om 


it A a i | 


Try out the Beak Buster on E 
the huts!nearby, and ancther | Another Siggy waits in 
Ino is one reward. ; 


"Exit the top of the nest 
_ and Follow the path for 
another Jiqqy: s 


BER AA 


the eye of Mumbo's Hut. 7 


Shoot eqqs into the totem’s 
mouths to destroy each seqment 
in turn, and collect the Siqqy. 


Sump out of the water o UF gy) 3 You also can 
fuer to rescue the Jinjo Ce . Saag, j Talon Trot to 
* =. x fe CE reach the 
: Siggy on the 

Slope. 


* 


ea eg Flap Flip up and claim the 
n Vinjo From the tuft. 


a YIPPEE, YOU SAVED ME! 


Climb Conga’s tree, and take the 
orange to Chimpy. 


You must learn the Beak Buster to triqger 
the Witch Switch, 


The Beak Buster, learned-near Mumbo’s 
Hut, is a move you'll use often, 


Grab the Mumbo. token from the termite 
nest, and you should have enough for 
Mumbo’s first spell. 


Shoot egg into the mouth of the rotating 


i totem, but climb atop the final seqment 
For a honeycomb before finishing 
the puzzle. 


lide down the rock slope above the 
water to reach the alcove with the 


Have Mumbo turn you into a termite, and 
you can climb through the nest. 


Wherever you claim the last Jinjo, 
you'll pick up a Jiggy. 


Through the First Note 

Door, stop and talk to 

| the lovely Brentilda. 

| Make a habit of doing 

40 whenever you see 

i 6 her: her gossip is very 

É Sie ALSO WASHES HER HAR T important to completing 
£ WITH ENGNE Oll, i the game. 


During the first part of the game, 
you'll pass through this area quite 
a bit, because you must access 
several worlds in the vicinity. 


Looking down from the 
area near the stacked 
pipes, you can see the 
tunnel toward Treasure 
Trove Cove, 


I£ you swim through 
the underwater 
passage, you'll meet 
Brentilda once more. 
What else might be 

| hiding nearby? 


Through the lower 
pipe is a room with 
a cauldron and a 
hidden Mumbo token, 
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Flap Flip to reach the upper pipe. 
Notice the Note Door nearby. 


Ceria 


Poor bear and bird. It will be 


awhile before you have enough 
Yiggies to open up Click Clock Wood, 


in the room with the large Gruntilda Flap Flip into the open chest to visit 
Floorplate lies the picture puzzle Treasure Trove Cove. 
for Treasure Trove Cove. 


Stand atop the pipe near the 
cauldron and Flap Flip for the 
Golden Feather. 


Once Bottles teaches you how to The Witch Switch in Clanker’s 
work the Shock Pads—a move you Cavern pops up the eyes of the 
learn in Treasure Trove Cove—you large floorplate. Beak Bust them 
can reach the picture puzzle to back down for another qqq. 


Clanker’s Cavern. 
After you stomp the Witch Switch in 
the cove (and collect all the notes), 
you can climb up and get the Jiqqy 
near the entrance chest. 


Placing the Jiqgies in the picture Late in the game, after stomping 

puzzle opens the pipe leading to the switch near the entrance 

Clanker’s Cavern, to Click Clock Wood, you can 
cauldron back and insert the 
Siggies in the picture puzzle. 
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GRONTILDA'S LAIR 


This is another small ection of Lair that extends off the previous map. 
Take a look around. Early in the game, this should be familiar enough that 
you don’t spend a lot of time wandering, 


Beak Bust the Floor switch to cross the two pipes and hit the 
raise the two pipes above water switch there to create another 


level. jumping platform. 


9 
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The switch across the upper pipe 
opens the underwater passage. 


The underwater passage leads to 
the Bubblegloop Swamp picture 
puzzle, 


* probably best to tackle 
Clanker’s Cavern before you head 
for Bubblegloop Swamp. 


The Note Door up the slimy slope leads to 
another section of Gruntilda’s Lair, 
Tackle Mumbo's Mountain, Treasure Trove 
Cove, and Clanker’s Cavern first. 


ONE 
TREASURE. TROVE. COVE. 


The second world in the intended sequence is Treasure Trove Cove, and here the game beqins to feel a bit more open. 

Unlike Mumbo’s Mountain, puzzle solutions don’t hit you over the head every time, and the central mountain makes i 
a little tougher to get your bearings. 

You'll probably want to bear left (small pun intended) from the entrance dock, and deal with large Nipper the 
right away. He's particularly deadly, because you have to Rat-a-Tat Rap him in the face a few times before he 
and dies, and the whole time he'll be trying to give you such a pinch .. Better he kills you early than after 
up 50 or 60 Musical Notes, 


Shock Jump from the tall 
rock columns up the cliff 
face, and a Jiggy is your 
reward, 


Use the Shock Pads to 
reach the Jinjo atop 
the tall rock column. 


Shock Jump to the top of 
the lighthouse for another 
Siggy. 


mz 


From the floating 


You can simply swim J 
beneath the Shrapnel mine is 
to claim the Jiggy at the 

bottom of the large pool. 


‘out “Banjo Kazooie” 
k Busters before 
out—and defeat 
+—to claim your 


Before you take Flight the 
first time, climb up the mast 


and rescue the Jinjo. 


A Sinjo lies beneath the pier 
where you enter Treasure Trove 
Cove. Coax Snacker to the 

beach and lay a few eqqs on 
him to clear the coast, 


mash through the deck to 
another hold compartment, and 
trade Blubber both piles of gold 
for the Jiggy you desire. 


fe 


Fly beneath the mountain from the 
mast. The ledge on the left holds a 
chest with a Siggy. Flap Flip care- 

fully inside, 


Inside the defeated 


Walk carefully 

out the narrow Nipper’s shell, a Jiggy 
ledge to reach awaits. 

another Jinjo. 
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You can roll the Snippets a couple of Get inside Nipper’s claws and 
times to polish them off, but remember Rat-a-Tat Rap him in the face. 


the bonus for Beak Busting them! 


g CHICKEN LEGS, IS TIME 
FOR YOU o FLY} 


mash the lighthouse door to climb 
_ to the upper area, 


A few well-placed eqqs send 
pot an extra life on a box near the Snacker packing, but not per- y 
small island with the sign, manently. ’ 


A honeycomb waits atop 
distance offshore, 


, and they point you in the 
of the next marker. 


The third world—and the first place your underwater abilities are put to a test—is Clanker's Cavern. A word 
to the wise: e you're only showing two of those little seqments on the oxygen bar, it’s time to head for the 
surface. (t's probably past time. 

Unless you're just naturally qood at the way Banjo and Kazooie move underwater, this world will proba- 
bly Kill you a couple of times just for being too ambitious. When you dive deep to get something, don’t try to 
accomplish more than one qoal. And if you miss whatever you're swimming toward, it’s probably better to 


back way off, perhaps even to the surface, before trying again. It's easy to become frustrated and preoccu- 
pied and run out of air. — : 


As with Treasure Trove Cove, 
there's probsbſij one thing you 
should do first, because the odds 
of your demise are relatively high: 
Swim down and activate the mech- 
anism that lets Clanker float to 
the surface. When you reach the 
bottom, follow Gloop the fish 
around to build up your air supply 
before attempting the puzzle, and 
-keep an eye on that oxygen meter. 


mash open the grating 

up the pipe and drop 

inside to find a Ano. Climb Clanker’s tail to 
another platform, where 
a few eggs can open the 
grating protecting the 


When Clanker 
surfaces, claim 
the Siggy off his 
back. 


i Cross the blowhole 
3 = fF) and Flap Flip up to 
et x 

There’s a Siggy at the end 7 


a 


| of the long underwater tun- 
nel. The perspective makes 


produces a Jiqqy Stop the cen- PE } the return trip tricky, in 


| tral fixture. Flap Flip up to the 


connecting pipe. 


From inside Clanker, one tunnel 
crosses above a deep pool, 
wherein waits a Jinjo. 


essence, your controls are 
temporarilyreversed. 


Another Sinjo waits in an 

underwater tunnel—one that 
connects with the central 

chamber at either end, 


to reach the Jiqqy beyond the 
blades. 


Past the blades near the Witch 
Switch, another Jiggy waits. 


OF course, completing the hoop A injo lies in the murky water 
gauntlet nets you a Siggy. near the mechanism that held 
Clanker submerged. 


Swim through the underwater You must swim through the. pro- Use Gloop the fish to restore your 
tunnel to meet Clanker. truding key three times to release  { air Supply on the deep dive. 


Clanker to the surface, 


There's a Jinjo behind the bee- 
hive near where you enter the 
world, 


When Clanker surfaces, you can 
Deal harshly with the horde of ride the bolt in his blowhole up 
Mutant- Snippets through the to a high platform. 
glowing tunnel. 


Don't mies the Mumbo token 
above the pipe where you enter 
the world, 


Swim clear of the Whiplash 
inside Clanker, 


The hoop obstacle ‘course 
requires you to leap through 
esch green hoop within the 
allotted time. 


Fly up inside Clanker, and 
Bottles will teach you all you 
need to know about Golden 
feathers, 


| fire eqq at Clanker’s tooth 
to ease hid pain—and open 
a passage. 


The Flight Pad inside Cenker 
lets you reach the upper 
opening, 


You must take out the Zore teeth 
ither side of Clanker’s — 


Our duo can climb the pipes in Let the blowhole bolt rise up, 
the central cavern to reach and then drop down the blowhole 
alcoves far above. to find Clanker’s Witch Switch. 


Gruntilda’s Lair. When you're done 
with this world, you must go Beak 
@ Bust them back down. 


©) to leap up and arab the pipe to the 
©) leet, 


A honeycomb piece floats inside one 
of the underwater pipes in the 
central cavern, 


Just beyond the grating you break 
to rescue the Jinjo is a similar 
opening: drop through it to find a 
honeycomb piece. 


You can jump and flutter between 
the high upper ledges to collect 


the goodies. 


D 


BANIO. o PRIMA'S OFICIAL STRATEGY GUIDE. 


GRONITILDA’S LAIR 


The area dominated by the gigantic likeness of Gruntilda is a crucial midway juncture, with Bubblegloop 
Swamp to the left and Gobi's Valley—and quite a feu other places—up the cliffs to the right. 


To the left lies 
Bubbleqgloop 
Swamp. 


— k- 


To the right lies Gobi’s Valley. 


Note the hole in the ceiling above The Witch Switch in Bubblegloop 

the witch’s pointy hat. Swamp shatters the hat. To drop 
through the ceiling, you must hop 
into the large vase outside the 
entrance to Gobi’s Valley, 
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GRONTILDA'S LAIR 


There are several items of interest in the immediate vicinity of Gobi’s Valley and Bubbleqloop Swamp, not the least 
of which is the boulder you must break near the Freezeezy Peak picture puzzle. Do that a4 soon ab you learn to 
use the Wading Boots in Bubbleqloop Swamp. Come back from the swamp world with the boots available near the 
entrance and break the rock. Then go back into Bubbleqloop and begin that world. 


Brentilda dishes more dirt on her 
sister near the entrance to 
Bubbleqloop Swamp. 


Ai Hey! KEEP YOUR FEET TOUT! 


A “=e 


You'll find Wading Boots in the small 
hallway opposite Brentilda’s alcove, 
but you must learn to use them 
before they do you any qood. 


After you learn to use the Wading 
Boots at the beginning of the 
Bubbleqloop Swamp world, exit 
immediately and use them to 


explore the passage behind the Down the passage near the entrance 
swamp entrance. 


to Bubbleqloop Swamp is the picture 
puzzle for Freezeezy Peak, but that’s 
not the first reason you need to visit 
this small area, 


Up the slope from the Freezeezy 
Peak picture puzzle lies a boulder 
in front of a passage. Smash it. 
You can’t fit in the tunnel without 
a little Mumbo magic, but you can’t 
break the boulder in your trans- 
formed state. 


Another pair of Wading Boots, for travel- 
ing back through the swamp water, lies 
near the Freezeezy Peak picture puzzle. 


After Mumbo transforms 
you into a small croco- 
dile in Bubblegloop 
4wamp, you can return 
to the small passage 
near the Freezeezy Peak 
picture puzzle, 


| Happy little lizard! ts the 
| Cheato spellbook waiting 
down that tiny passage! 


Don't miss that | 
| Mumbo token behind 
the sarcophaqus. You'll need a qood 
supply of notes to 


| crack the door on the 
i high ledge. 


| Smash through the bricks 
barring the passages, 


In a chamber 
adjacent the 
tall vase ìb a 
switch that 
activates a 
rotating Shock 
Pad. 


9 
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After the Witch Switch in Bubbleqloop Swamp 


Ater you hit the Witch Switch in Bubblegloop tradi the Javon fe Sane oki 98 
Swamp, you can leap inside the tall vase Valley nets you ai r Siggy 
using the rotating Shock Pad. F 


The Witch Switch inside 
Gobi's Valley opens the 
sarcophagus near the tall 
vase. 


Use the rotating Shock 
Pad to collect the Jiqqy 
inside the sarcophaqus. 


After you hit the Witch Switch in 
Freezeezy Peak, you'll find it 
worth your while to Shock Pad up 
the mural near that world’s 
entrance, 


The Running Shoes nearby are for beating 
feet back to the nearby chamber—and the 
Flight Pad, which appears only briefly. 


After prudently breaking the webs in the 


nearby chamber with eqqs, stomp the switch 
high inside the Freezeezy mural. 


You have little time to 
make the Flight Pad 
and get airborne. 


Fly back to the 
Freezeezy mural and 
look for the opening high 
on the right: it opens 
with the Freezeezy 
Witch Switch, Collect the 
Siggy, happy bear. 


The Note Door on the ledge in 
the webbed room requires a 
healthy stash of notes, 


of your mucking around 94 the can crocodile that Mumbo Jui 
Do ab much a you can a Banjo al d Kazooie before 


Hop over to 

the small _ waits in the 
landing from middle of the © 
the early : (multilayered. 
bridge and ee : 
rescue a 

Sinjo. 


On the way to the timed) 
Siggy, you might pause to give 
Croctus another eqq. 


Use the wading boots to 
(quickly) clean the 
swamp of goodies—and 
the occasional Ano. 


| Beak Bust the choir members 
| to duplicate the melody, and 
I Uptup bestows a Siggy. 


Cold feet 
cured, a Siggy 
I your reward. 


When you feed = TA e i 

Croctus for i Done miss that 

the last time, E PER a Jinjo whistling 

he'll leave "you , = ‘at you From 

a Jiqqy for 5 beo the A : 

your trouble. ; Shock Pads, | At the top of the hut 
— , T jumps waits another 

Shiny, gold Siggy. 


re 


wa PŘI 


YUMMY! CROCTUS LIKED 
THATI 


Croctus teleports around 


the level, requesting you 


feed him an eqq each time 


oop Swamp is learn to 

Wading Boots. Bottles 
Show you how in the area 
behind the world’s entrance. 
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Use the Wading Boots 
near the world’s entrance 

| to pillage the nearby 
swampland, 


The short timer halfway 
through the maze offers 
another chance to claim 


a Siggy. 


— 


Should you out-dine 
Mr. Mle, s Siggy is 
yours for the taking. 


When the last 
of the pesky 
frogs falls, a 
Siggy is your 
reward, 

F 


A Jinjo also lies along the path 
to the timed Jiqqy. 


You can defeat the mob of golden 
flibbits easily with a few Golden 


A well-placed Rat-a-Tat Rap 
will take the fight out of the 
resident froggies. 


Don't miss the Mumbo token hid - 
ing behind the hut. 


You must crack the large eqq several Don't forget to climb all the cattails 
times before the bear and bird can in the swamp and claim the prizes 


reach its center. Floating above them. 


Navigate Mumbo’s maze quickly, 
using the Wading Boots within 
to make it to safety. 


Use the Talon Trot to gather 
notes from the slippery swamp 
slopes. 


Another honeycomb piece floats 
near the ceiling in Mumbo’s 
hut. 


Vie within 


the nostrils. 


5 
L 
? o 
Es 

8 
ži 
s2 
Ss 
2 8 

S 


competitor— 


the 
for 


scaly form 


r 
can venture places a 
inside 
nose, 


bear can 
large croc 


5 


Your small 


These huts are made for 
Stomping. 


A turtle’s cold feet need a | 


dose of Beak Busting to 
| warm them up again, 


Watch your Step and you 
should have time to make it 
to the Siggy on the walkway, 


Shock Pads lie beneath most of 
the huts, but one near the top of 
the test yields this world’s Witch 
Switch. 


Walk inside the tanktup’s 
mouth to meet the Tiptup 
Choir. 


Croctus even shows up in the k 
area with the Shock Pads 
beneath the huts, 


Mr, Vile has three race 
j games, challenging you 
fo eat faster then he 

can 


I£ you go for this Mumbo token, 
prepare to change direction in 
midair and glide back to the 
Shock Pad you leaped from. 


Your little crocodile self can 
venture into the 4wamp 
without fear of the local 
piranhas. 
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GRONITILDA'S LAIR 


The webbed chamber adjacent to the Freezeezy Peak entrance is another juncture, with an important Note Door as 
well a4 a cauldron shortcut, Be sure to go around and break all the waving webs—especially the small one on the 
Floor near where you enter. 


break the waving 
webs in the large 
chamber, 


Another cauldron waits nearby, ready to 
serve 84 a Shortcut. 


in the witch's 
mouth ìb yet 
another Note Door. 


Beneath a web in 
the upper area is 
another cauldron, 


HAS SPIDER PANGA KES FoR 
BREAKFAST! 


Stop by and visit with Brentilda atop the 
witch's hat. 


Stomping the Witch 
Switch in Freezeezy 
Peak opens the door 
high on the Freezeezy 
mural, 


li —ê = 


The Witch Switch in Mad Monster Mansion 
reveals a Jiqqy behind the witch's eye: you'll 
have to Rat-a-Tat Rap your way through the 
clear glas4 casing. 


Watch your step ss you cross the narrow 
pathways over the lava. The light in this 
chamber waxes and wanes, making deceptive 
shadows, 


— 


Across the lava path is the picture puzzle 
that opens Gobi’s Valley. 
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Notice Brentilda near the Gobi’s Valley 
picture puzzle, and the small opening in 
the wall. 


As the little pumpkin from 
Mad Monster Mansion, you 
can hop down the tiny 
tunnel near the Gobi's 
Valley picture puzzle. 


Lucky pumpkin! Down 
the small tunnel you 
meet Cheato the 

spellbook once more. 


RE. E. zk. C. zy 


arjo and Kazooie qeta little holiday 4pir 
\ showing off their sledding prowess, — 


. i “ 

“Maneuver in Ah of attacking, and also a faster 
to fly in general when you want to get sa 0 a lot of tedious Flapping. 

Use the Beak Bomb to knock the block off the resident snowmen—4ir blushes to you-and watch out for that 
icy water until. Mumbo turns you into a little walrus, As withthe litte crocodile in the swamp, the walrus can 

5 Freez ithout adve oo A 


= : 


Within Mumbo's 

Hut waits 
another Jinjo. 
f 4 * 


Hop atop the snowman’s 
broom to rescue the 
Ano. 


ey es Sdo 


© Woz2a the walrus will Kindly qe up 


k you venture back into Wozza's 
a iggy to one of his own kind. f 


T Cave as Banjo and Kazooie, he'll let he 
you take the Jinjo off his hands—er, | 
1 5 


i i 


PRIMAS OFFICAL. 


| Rescue the Jinjo 
from someone's 


backyard. | e race close unni ihe fou can also race Boqay 


a6 your bear-and-bird 
self, with a qqq a4 
Ny hop past hi g the P * wo m 
7 fe 1 N on ma € 
victory, A Siggy ie first strong move unti) the é 
end of the race. 


After you bop 
Bogay from 
above, he 
coughs up a 
Siggy before 
running off 

to practice 6 
his sledding. 


SS 
You must flutter 
to the uppermost 
ledge, and then 
from there to the 
Siggy in the tree. 


Grab that Jinjo 
from the wall above 
the molehill. 


The large snowman has a pipe * 
kun o£ N 


Listen for swishing snowballs as 
you explore Freezeezy Peak. 


One of the snowtreaks conceals 
the, N Witch Switch, 


die Beak Barge is the best way 
m mR bo battle the blocks of ice. 


‘Bomb the Sach slinging 
ir Slushes: They'll always tum to 
‘ace you, 40 line up with the red x 

ad top hats and — fly. ** 


—— 


small bears’ | 


When you'vi eated all the Sir 
Alushes, a Siggy appears atop the | 


Watch that icy water when you! go 
: to grab the honeycomb on the 
bled down the snowman: look out small island, ö 
below! — 


Another of the three 5 rests on 
small frosty island, i 


PROTECT US FROM THE 
TWINKLY MUNCHERS 


After the Twinklie 
make it safely to the 
tree, shoot a few egg 
at the star below to 
Sui 


1 4 The Twinklie Munchers have huge appetites. 
on the power. Keep them under control with Rat-a-Tat/ 


sA * Ro 


Another present waits inside the As the little walrus, you have a ue icy water doesn’t harm little 
tree. When you have all three, few new areas to explore. T walrus: grab those notes! 

you can head back for the bears’ a À 

igloo. 


Go find Boggy aż the little Venture into Wozza's Cave and 


walrus, and he'll invite you to swim through dne wel unde 
race sleds, passage. 


Another honeycomb piece waits in 
the antechamber to Wozz3's 
cv 


1 


\ eee l 


of the puzzles here. a : 
When you enter Gobi’s Valley, first drain the water from the large pyramid 
40 the deep, sandy moat doesn’t become a deathtrap Ss you explore. There's 
enough scorching sand to fall into without that merciless pit. 
Next, learn to use the Running Shoes, and realize the Wading Boots will 
+ you from scorching sand just as they do from swamp water. That should 


keep your little bear feet from getting too toasty. 


Gobi retreats to the alcove you 
can reach with the magic carpet 
after watering Trunker, Beak Bust 
him one more time to dislodge a 
honeycomb, 


A Sinjo waits on one of the we z Jiqqy waits at the — 
upper magic carpets inside top of the magic carpet ride. i 
F Siny. 


After you water Trunker—with a 

I little help from Gobi—you can 
Flutter from one of the perimeter 
trees to claim the Jiggy. 


You didn’t forget the Jinjo near 

where you entered Gobi’s Valley, 
|) did you? Don’t step on the exit 
pod 


Ride the basket top up to the 
prize, or climb Histup’s neck 
A Sinjo waits beneath the j to reach the Siqqy. 
moat’s ramp. : 


Strap on the Running Shoes 
atop the small hill to wrest 
the Siggy from Grabba’s 
qrasp. 


Swim down and 
claim the qqq 
from its watery 
resting place, 
but that’s not 
all... 


After you match 
all the picture 
pairs, a Siqqy 
appears ab your 
reward, 


Gobi leaves a Siggy 
in hid wake when he 
runs off in search 
of water, 


A loud little Jinjo 
waits in an alcove 
near the honeycomb- 
shaped switch, 


Race through the maze, 
but don’t overlook the 
Witch Switch off the 
beaten path. 


A Sigqay waits beyond the 
maze, and other goodies, 
including a Jinjo, are 
stashed in the urns 
nearby. 


On a wall beside Jinxy, Bottles 
will teach you how to use the 
Running Shoes, 


Use the shoes to make it to the top : i 

of the tall, winding pyramid path. once you're inside the large 

Then drop through the trapdoor. pyramid, swim over and grab the 
Mumbo token, 


After you learn how to use the 
shoes, quickly put them to use. 


The drainage from inside the 7 
pyramid Fills the deadly sand From the piltar tay ae on teed 
trough in the outer area. eqq¢ to the smaller statues, 


Taking the Jiggy inside the 
pyramid opens the outer door, 
and drains the water. 


Stomp the switch atop the pyra- 
mid to open the door below on a 
short timer, 


C I£ you don't match all the pictures 
. within the allotted time, you teleport 
not worry about the Mum-mum back to the beginning of the world, You 
89 . ue a en earher can use the Running Shoes nearby to 
. return to the puzzle room quickly. 


Stomp the honeycomb switch— : 
what might it do? You must be airborne to claim 
the honeycomb from its prickly Hop the flying carpet from 
host. this area to ride over and 
meet Gobi. 


Beak Bust Gobi’s rock to 
free him from the island, 


Use the Beak Bomb 
attack you learned in 
Freezeezy Peak to 
trigger the bull’s-eye 
timer switch. 


The Wading Boots allow 
you to collect prizes 
from the otherwise 
scalding)zand, 


Fly through the head- 
dresses of the Ancient 
Ones as they rise 
around Gobi’s Valley. 


Beak Bust Gobi in the 
back, and he'll give up 
some water for Trunker. 


To reach the door that 
opens below the target 
switch quickly, Beak Bust 
the pyramid below rather 
than fly inside. 


Unplug Nas nostrils 
with a few eqgs, and 
who knows what might 


happen, 


You can also ride a ruq 
over to s small alcove near 
a sealed door and collect a 
bunch of notes. 


When you've fed eqq⸗ 
to all the small dog 
sphinxes below, a 
pyramid grows from 
the Flat rooftop. 


You'll need Histup the 
snake's help to reach the 
Siggy here. Bounce a few 
eggs into the basket. 


The doorway between 
Sinxy’S paws opens 
after his head has been 
cleared, 


Firing eqqs into the 
smaller statues causes 
the magic carpets to rise. 


When you pass through the 
last of the Ancient Ones, a 
Jiqqy appears on Jinxy’s back. 


BANIO. PRIMA'S OFFICIAL STRATEGY GUIDE. 


GRONITILDA'S LAIR 


Entering this rocky cavern means the game is building to its grand finale. If you've been thorough in terms of collecting 
Siggies and Musical Notes, you're on the downhill run. 


The third water level switch is not 
acceptable until you've Beak 
Busted the first two water level 
switches, one near Mad Monster 
Mansion, another in the chamber 
near the entrance to Rusty 
Bucket Bay. 


When you can activate the third 
water level switch, do 40 and 
swim down quickly through the 
eyes. 


The Witch Switch in 
Rusty Bucket Bay 
reveals a Jiggy in the 
rocky cave, 


The 450 Note Door in the webby 
chamber leads to some rocky, 
water-filled caverns, 


The portal you find in the first rocky 
chamber through the 450 Note Door 
leads to Click Clock Wood, 


Smash the grating to access a new 
tunnel, 
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GRONITILDA'S LAIR 
This area of the lair is in the vicinity of both Mad Monster Mansion and Rusty Bucket Bay, and there's quite a bit 
going on hereabouts, 

You must hit the water level switch near the entrance to Mad Monster Mansion before you can visit Cheato a 
final time, but it’s worth the wait. 


Swim through the low hole in 
the wall to head toward the 
picture puzzles for both Mad 
Monster Mansion and Rusty 
Bucket Bay. 


The first water level switch in the 
area outside Mad Monster Mansion 
raises the water level near the 
entrance to Rusty Bucket Bay. 


There's another short- 
cut cauldron near the 
Rusty Bucket Bay 
entrance, 


Where could that second water 
level switch be? 
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bear and bird. with the first and second water 
level switches, you gain access 
to the tunnel to the Rusty 
Bucket Bay picture puzzle. 


The rising water makes for a happy After you raise the water level P * V À 


Smash the portal in 
the hallway to enter 
the small antecham- 
ber beyond. 


Unload some Jiggies for Rusty 
Bucket Bay. 

The door to Rusty 

Bucket Bay opens in 

the adjacent chamber. 


Greet Cheato one last time. 
Before you head for Rusty The third water level switch acti- 
Bucket Bay, it’s a qood vates a relatively short timer 
idea to stop back by while it raises the water level in 
Treasure Trove Cove and the chamber near the entrance to 
enter the codes in the Rusty Bucket Bay. Swim down 
puzzle room there. through the portal below the eyes, 
and then up to the ledge before 
the water drops. 
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GRONTILDA'S LAIR 


This room is a terminal part of the Lair—a dead end with only the picture puzzle for Mad Monster Mansion to 
visit. The map also shows the antechamber with the picture puzzle for Rusty Bucket Bay, although that’s easily 
accessible from the adjacent chamber. 


Flutter from ledge to ledge to reach the The nearby Whipcrack quards a Mumbo token, 
picture puzzle for Mad Monster Mansion, 


BANJO. Oz PRIMAS OFFICIAL. STRATEGY GUIDE. 
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GRONTILDAS LAIR 


The entrance area to Mad Monster Mansion has some interesting highlights, including the smaller house with the 
hole in the front door, Make sure you break the gate down toward the little house to the right of the screen, 40 
when you emerge from the mansion as a small pumpkin you can make it to the hole. 


Knock down the gate in the 
outer area before you enter 
Mad Monster Mansion, You'll 
need to use that outlet when 
you come out of the mansion 
as a small pumpkin, 


You can circle around the spooky dwelling 
and grab an Extra Life. 


After you 
emerge from 
Mad Monster 
Mansion in 
pumpkin form, 
you can squeeze 
through the 
small hole in the 
door, 


After you go through the small hole, have Mumbo change 
you back to bear and bird, and Beak Bust the first water 
level switch (hidden in the coffin), You'll have to change 
back to a pumpkin again to exit. 


1 1 litle world you con 1 by climbing onto rooftops and smashing 
of outside area oe ) contend with, but even those oe are a bit e 


pumpkin form are diabolical: you must achat leave 26 a pumpkin to find the i 
down the outside qok te Toe you enter "e mansion r 
1 50 16 
a*i : B one of the éellar 
when you match Mctzand’s [ia „ Seal Ae, 
composition; he pipes up a x ; : a? ye aie 
Sigqu: fo 


— 


T Down in the cellar, à iggy 
waits inside one of the many 
barrels, 


Rescue the Sinjo from 
the maze. 


When you plant'aneqq in 
the last empty pot, a 
Siggy appears. - 


| s Siggy time at + 
the well! 


TETTIE 


Take the Siggy 
and the notes 

“from the rain 
barrel. 


| Claim the Siggy from the sewers, 
| careful of the pipe openings. 


a chimney, - 


rs, 


— ea Atop the clock 
È ee Goro, How u : tower, Shock 
3 aie $ Jump to new 
A little dot rde waits step iC simply creep over af — heights, 
the canopy bed (through the E remove the. Jiqqy from ; 


large upstairs window), sleeping 4pecter. 


You'll explore Mad Monster Watch out for the lurking Limbo | Smash the front door of the man- 
Mansion mainly through the lit Skeletons, as well as the monsters WE ion, Inside is the wary Napper the 
windows, hiding behind certain pictures, ghost. 


1 CAN HEAR SOMEONE DOWN 
THERE CREEPING! 


Napper will hear you creeping As long Ss Napper’s awake, you 2 Another lit window waits in 
across the floor when you can't get at that Jiqqy. w the back of the mansion, 
come in the front door. f — 


dur back of the mansion, mash Don't overlook (or underlook) the 
open the cellar. es notes on the upper cellar shelf. 


Rat-a-Tat Rap your way past 

every portrait, and you'll deal 

Quickly with any waiting 

Chompas, 
Explore the mansion grounds, 
and knock down any gates: 
Uster on, when you're a 
pumpkin, things will be much 
easier if the pathways are 
unobstructed. 


* 1 Hop up on the roi Kazooie can Talon Trot on the 
3 y narrow ledge of the clock tower 
and enter a hole in the clock 


A Siggy 
waits atop 
the clock 


tower. 


on the rooftops, Step carefully 
to the corners to collect all the 
notes, A misstep means back- 
tracking. ; 


in the yard, deposit eqq⸗ into all 
the empty flower pots you can find. 


2 — 


. 


One of these things is not like ™ i Climb the drainpipe to-reach 
he others ,, ee a +" 


winded eee | for the Portrait Chompas! another area of rooftop. 
4 5 e 
; y 


ý e 


Another well-lit window, just in y 
5 ime ro dodde a bhi 4 m. (£ only you were a frre 
: smaller... Naw... 
Hmmm. e you were only a little zyew 2 
| | maller, you might be able to fit | 
down that drainpipe .... 


mansion actually comprises severa! 
stand-alone compartments. 


Spock Jump up to the large win- 
dau from the roof. 


PNT 


igh edges. 


fs Shock Jump up to the tall 
chimney’s opening and drop 
inside, 


Use the nearby Flight Pad. to. 
nab the Extra Life from the 
chandelier. 


Break open the window on the 


T opposite side of the upstairs as I 
| you did the first time, 


||, Down’ in the fireplace, collect the | 

1 Mumbo token, but don’t step on 
| the Squeaky floor: you've found 
Í the alternate entrance to 


Napper’s chamber. 


Don't miss the small cluster 
of notes in the tall grass of 


Check the corners of each room 
carefully, or risk leaving behind 
precious notes, 


Rat-a-Tat Rap and the notes 
are yours, 


1 Use the chair to reach the 
Í table as Napper lives up to his 
m name. ie you hit the Floor, 


you'll have to go all the way 
back out and down the chim- 


neu, 40 Flap Flip carefully to 
A the tabletop. 


Check the shed out back of the 


mansion. 


be, Guide Tumbler to spell out “Banjo . One busted gate leads to 8’Shock Pad. af Let's see, a switch to stomp, some 
Kazooie” inside the shed and he'll = Running Shoes... 
gladly reward you. 


Grab the Running Shoes and z 5 
hang a left down the narrow Wer right, up the stairs, and 
The door that opens when you pathway. ‘ around the house to the left as 
stomp the switch near the shoes the clock runs, 
1) doesn't stay open long. > 


The ghosts known as Tee -Hee 1 — 
quard the area near the organ. Wait for Motzand to strike a 
q key, Then carefully Beak Bust 
the note he hits, 


The Flight Pad near 
the organ sends. you 
Soaring into the 

rafters to collect 
more goodies, 


Go and see Mumbo, pumpkinhead, 
to reach areas you couldn't 
before. 


Your pumpkin self can slip under 
the floorboards where a bear 
and bird could not. 


Plop that pumpkin 
down the gutter. 


Time for pumpkinhead to 
have some deep thoughts: = 
about the well. ; 


| Use the maze ramp to reach 


the top of the wall in pumpkin 
form. 


That can't be 
qood for the 
plumbing—or our 
duo's personal 
hygiene, 
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RUSTY BUCKET BAY 


In terms of puzzle-solving and difficulty of exploration, Rusty Bucket Bay is probably the hardest world in the qeni 
Sure, Click Clock Wood is bigger, but it’s not nearly as deadly, nor its puzzles as complex. 

Right off, you'll want to go and explore the area inside the ship: that can be deadly, and you might es well mas 
ter it early. If you get knocked off the walkways inside the ship, you're history, 40 line up those jumps and wait ti 
time a piece’s movement before you tackle the problem. A little patience can go a long way. On the Flip side, you must 
be familiar enough with the ship's layout to move quickly from its innards to the propellers in back to get that second 


Jiggy. 
; A 


nal note: Try to stay out of the water unless k get out. The oily Slick sucks your air supply 


A lonesome Siggy waits 
atop a smokestack, 


A Anjo hides in the a i A 
darkness of the dock P F | in the o 4 quarters, 
compartment you enter , i a Siqa ie yours, 

from above. 


You'll find one last 
Sinjo at the end of 
the narrow dock 


You must qet to 

the Jiqay before 
time runs out, and f 
then get quickly | 
from the oily Ses. 


When the Bos 
Box qoes boom, 
it's Jiggy time. 


An underwater grating yx 
reveals an oily Sinjo 
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Ade 


Untoothed ports ſs are made for A switch below deck partially 
exploring. Start with the one on powers down the ship’s inner, 
the rear of the ship. mechanisms, 


The blades spin 
intermittently, 40 
you have a chance 
of survival, 


8 


Beak Barge the portal in one of the 
large smokestacks and venture 
inside, 


Take care of the Chompas and 
" grab the honeycomb from the 
Short hallway above the main 
door to the machinery, 


K 


Beak Bust the first propeller 
switch. 


The second propeller switch ìs 
qray, not green. 


You can glide toward the 
opening where you entered |) | 
the machinery room to save 

a little time. 


WAL STRATEGY du De. 


Wait for the walkways to lock in 
place, and then hustle across, 


| Try to jump for a stable platform 


when you get close enough, just 
to get off the movable portions. 


The first propeller switch reveals 
a Siggy in the murky water 
below. 


Wait until the nearby walkway 
ìs halfway through its turn; then 
stomp the gray propeller switch. 
That way you can be sure it will 
lock long enough after the cine- 
matic stops. 


hp Flap quickly up the rotating 
gesrs, ready for trouble up top. 


4 


A Siggy waits on one of the 


Í stable platforms below deck. 


Hustle toward the propellers—the 
rear of the boat, near the pipe 
you first explored. 


Climb the tall ladder back to 
the deck as the timer runs. 


Use the Talon Trot to make it 
quickly to the back ofthe ship, and 
leap into the oily water below. a 


At the Toll 2 portal you must 
shoot in two eqq and then four 
more to get the walkway in the 
right position. (It’s the only one 
with that secret requirement.) 


After you have the notes from i 
the nearby box top, glide over to 
the chamber wall and drop into 
the water to locate an easily 


overlooked passageway. 


The, Boom Boxes self-destruct 


_o@ventually if you keep your dìs- 


tance, or you can soften them up 
with a few eqs. 


| Beak Bust open the unlit window 
atop the small dock structure and $ 


drop inside. 


dolphin ìs trapped beneath the | 


Rusty Bucket’s anchor. 


There are several Toll portals on 
the dock around the Rusty Bucket. 
eig the toll to produce a walkway 


Pi 


Remember to check every corner, 
high and low, for small clusters 
of notes, 


FM TRAPPED, HELP! GET 
THIS THING OFF 


Swim up the anchor chain to an 
inner chamber. 


Stomp the anchor switch to 
retract the anchor. 


| You can see the honeycomb high 
When you first enter the fenced up in the chamber. 
area where the shark resides, i : 
bank to the right and pass 


| through another opening to 


Quickly climb the ladder near 
the crane controls, 


The crane raises a cage 
concealing a Jiggy. 


Don't miss the one com- 
partment you must enter 
from the top. 


Explore the open storaqe 
compartments on the dock. 


Press the “up” switch on the 


| crane controls. 


r 


a 


Talon Trot to the end of the 
crane’s arm. 


Hmmm ... what might the num- 
bers signify? 


Beak Bust te numbered sequence —Climbatfhe rope atop the TNT box to Pay the eqq toll to the left of the 
into the pressure plates near the reach the second crane. crane, 
horns. : hn 


While you're at it, drop a few A Mit the down arrow on | The second crane drops the 


eqas-around to the right. | the second crane. | large TNT box onto the deck 
i y r end blasts an opening, 


. o a Q 
E 0 Pelee 

Have Kazooie leap from the Perform the Rat-a-Tat — = 
second crane arm toward the Rap as you fall toward the In the hold below, Boss Boom 
Witch Switch far below. bisteorm. The extra lean of Box begs for an egging. 

the move allows Banjo and 

buddy to reach the Witch 

Switch, 


(+ takes a lot of eqqs, but ham- 
mering the boxes into submission 
a they break down ìs entirely 
painless, OF course, aż they qet 
smaller you can consider some 
alternative attacks, 


There's a pipe you haven't 
plundered, 


Some of the ship's windows are 
Slightly more reflective than 
others (they have three little 
light marks instead of one). 
You can break into those por- 
tals. 


Of course, there are notes on 
the high walkways near the 
smokestacks, 
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GRONITILDA'S LAIR 


The entrance to Click Clock Wood is a relatively busy little juncture, with a 
Note Door nearby that also leads to the game's final areas, Unless you've 
been wandering quite a bit, you probably haven't used the Warp Cauldrons too 
much, but the one here provides a shortcut that’s truly beneficial. 


Up the hill past Bigbutt Bull lies 
the entrance to Click Clock Wood, 
Gruntilda’s final world. 


ax MY NEXT WORLD is THE 
œ HARDEST YET 


= — 


Climb up the leaves to reach 
inside the tree trunks, 
Beyond the 765 Note Door is 
the Quiz Show portion of 
Grunty’s Lair, Until you've 
tackled Click Clock, it’s not 
likely you have all the 
knowledge you'll need to win, 


Continue past the 705 Note Door 
and stomp the switch with the 
Siggy image on it. 
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Look in the tall grass below where Back near the Lair entrance, the 
you stomp the switch with the Jiqqy picture puzzle pad appears atop 
on it to find a short tunnel and a what was a barren stump. 

Warp Cauldron, The cauldron trans- 

ports you to near the distant Click 

Clock picture puzzle, 


After you solve Click Clock Wood 
and gather all the Jiqgies a bear 
and bird might hope for, step on 

the Tooty dais to enter the Quiz 
Show, 


The Click Clock Witch 
Switch reveals a Siqqy 
high on the tree in the 
outer area, 


You'll have to be a bee to claim 
the last Jiggy in Gruntilda’s Lair. 


FFC GC DE 


Click Clock Wood is actually divided into four seasons, so this area serves as a hub through which you explore the 
changing world. 

A note of caution: Once you enter the wood, make a mental note not to go straight across. this gres from one se. 
son to the next, or you'll step on the exit portal. Not qood. 

Also, don’t forget to grab the four notes near the Springtime entrance! Musical Note and Siggy totals are included 


with each season, 


4tomp the spring switch 
in the central area. 


Click Clock Spring is the 
first season you can visit. 


Ease into Click Clock Wood in the springtime. There are a few things to do here that will set up accom- 
plishments in later seasons, 40 make sure you explore completely. 

You should come away with 10 Musical Notes (not counting the four outside the entrance to spring- 
time), two Jiggies, and two Jinjos. 


High up the 
tree—as high 
a a lithe 
honeybee might 
ela- Siggy 
waits in a 
Snarebear 
plant. 


Inside the trunk 
waits a Jigqay. 


There de, however, a 
Imo inside the hive. 


Return a4 a bumblebee to take 
the Ino. 


You won't be able to move the 
rock for Gnawly until the 
streambed dries, — 


The plant that grows eventually 
bears Jiggy Fruit. 


Those little green leaves will 
have to grow some before you 
can use them for traveling. 


%% GCJIDE- 


IÈ you want to raid the 
Snarebear plants before they 
wither and die, the Golden 
feathers.ore your best bet 
a bear and bird. 


The Big Cluckers live in the free 
holes, much like the Chomps. 


Nab the Mumbo token from the 
far side of the hive. 


in the Spring, 
construction 
on the house 
has just 
bequn. 


Drop s few eqq⸗ in the hole in the 
gerden plot. 


ves, Mumbo has a residence in 
Click Clock Wood. 


Jump and flap from one alcove 
to the next. 


Beak Bust the 
summer switch 
up the side of 
the tree. 


i. CHOMP...CHEW..NABNUT 
LIKES ACORNS! 


Relieve Nabnut of his Mumbo Use the Shock Jump to reach 


Nabnut the squirrel is busy 
token, the top of the eqq. 


making a pig of himself. 


* EYRIE.MIGHTY EAGLE!” 
a NEED SLEEP NOW. 


Break open the eqq end meet Work your way up the narrow Break open the door to the 
Eyrie. Nap time! wooden ledges. Turn and run tree-trunk chamber on the 
into the tree above each ledge high ledge. 
to arrest your momentum. 


OF course, the Snarebears 
ie emo MASP be | ** will let a honeybee alight 
3 ae” Te | * _ : undisturbed, Now where 
< 4 was that Jinjo? 
Mumbo makes bear and bird a 
happy honeybee. 


The Zubbas are busy little 
bees: you can't get at 
their Jiggy this season. 


GUARDING W YS GOLDEN 


& 
HONEY Pie 


Once spring is behind you, it’s summertime in Click Clock Wood. Watch out for the roving swarms of bees, ond do Some se- 
sonal chores: you must feed Eyrie, for one thing, and you can break the boulder blocking the entrance to Gnawly’s den now 
that the streambed ie dry, You also can qet inside the beehive'as your bear self, which allows you to lay paws on the Jiqqy 
that eluded you in Spring. : 

From summertime you should take 16 more Musical Notes, two Siggies (not counting the one in the under-construction 
house, which you can leave for later), and a single Jinjo. 


Once the Zubbas 

cry Uncle,“ their 
Siggy is yours for 
the taking. 


Don’t miss the Ino hiding in the tall 
grass near the swarm of buzzing 


Follow the leaves to claim your diqqy. bees, 


The door to Click Clock 
Summer opens with the switch 
in 4pringtime, 


The switch that opens fall sits 
in the dry streambed. 


The plant grows tall with 
Gobi’s water. 


8 EYRIE HUNGRY NOW, NEED S 
CATERPILLARS! 


A hungry little bird needs 
tending in summertime. 


Say, it’s ol“ Gobi. How convenient! 


rs è gas you you Move THs 
if Se 


Now thet the srreambed is T 
cracking the boulder requires a 
simple Beak Buster. 


WILL YOU STOP DOING 
THAT! $ 


Hey, plants gotta have water! 


The leaves alongside 
the tree are now large 
enough to traverse. 


Don't neglect to gather caterpillars 4mash through the top of the The swarm of Zubbas can be nasty. 


86 you explore: Eyrie needs five. hive and drop in. Go invulnerable if things heat up, 
: and the battle will end soon. 


Use the Shock Pad to scale the tree. There's a Siggy in the unfinished house. It's 


easier to leave it until the house is more 
complete. 


GN 


Feed the baby bird his 
caterpillars, and then head 


for Click Clock fa. ER MG, : 


BURP! EYRIE FULL NOW, 
NEEDS MORE SLEEP 


Click Clock Fall is the season where the most tends to happen, 
as inhabitants prepare for Winter. There are more Jiqgies and 
Musical Notes here than in any other season, which makes 
Winter Fly by, in game terms. 

This time you'll need 10 caterpillars to satisfy Eyrie’s 
hunger, and Nabnut, who previously munched down most of his 
acorns, appeals to you for some help in restocking, 

The final count: 48 Musical Notes, 4 Jiggies, and a 
single Injo. 


Now that there's water in the 
streambed, you can claim the reward 
for the rock you busted back in the 
Springtime. 


- Unload the acorns on 
1 Nabnut and collect 


A Ino waits atop a tall pile of 


Drop from the beehive to claim eav 


the Siggy from the flowertop. 


Don't forget the Jiggy in the 
house under construction. 


BEAR GET EYRIE MORE 
CATERPILLARS! 


The door to Click Clock fall opens 
with the switch in summertime. 


Eyrie is hungry again. This time, it Don't overlook the notes on the 
takes 10 caterpillars to satisfy him. high shelf in the beaver’s home. 


One more time with Gobi and the The blooming plant reveals a Siqqy Grab the notes from inside 
plant. on its flower, Mumbo’s Hut. 


E 


84 FOR YOU NOW BEAR, WE'VE 


ALL MOVED OUT! HI THERE BEAR BUDDY! 


NEED 6 MORE ACORNS 


You can drop down into the Zubbas’ Nabnut acarfed his acorns and he You'll find s handful of notes in 
hive for a few more notes. : needs you to help him collect a Nabnut’s abode. 
: 3 : few more. : 


” 
„ 


There's also an acorn in Nabnut's Two acorns lie in close proximity. 

home that he apparently forgot Sump for the one in the middle of 

about, the circular path, 40 you land on the 
walkway below, 


On the walkway under the two 
acorns, another acorn waits at the 
end of the path. In the opposite 
direction, another nut waits at the 
bottom of a steep downward path, 


Yes, that’s the winter switch. 


You must feed Eyrie as soon ab you The last of Nabnut’s acorns hides 
scoop up 10 caterpillars. Could it be behind a small window. 
nap time again? 


down, Click Clock in winter is a quick litte jaunt, 
resident evil snowmen, but other than that, use Kazooie to walk 
a bit in the snow, andithat.can be a pain, especially when you're climbing, 
sit you, a well es the one remaining Arzo Sud the last 2 Siggies (one of weh 


Hop the Flight Pad to clear winter- 
time of bir blushes. 


At last, the Click Clock Witch 
Switch, on a ledge high above 
where you enter wintertime, 


Explore the snowy limbs for Atop the finished house you'll find 
notes, more notes, 


Finally, Eyrie is ready to take Hey, Slush Boy! Incoming! Make one last pass to 
Flight! gather any goodies you 
might need. Then it’s off to 


the showdown, 
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GRONTILDA’S LAIR 


A distinctly different seqment of the game, Gruntilda’s Quiz Show tasks you with remembering little bits of trivia 
from throughout the game, What a place looks like, what a character sounds like—anything is fair game in Grunty’s 
unfair game, 

Grunty will try and stump you with questions about herself, but, if you've been qood about talking to 
Brentilda whenever you ran into her, you should know most of the dirt on everyone's least- favorite hag. 

One small piece of advice: when in doubt, go with greasy. If you flat-out have no idea what the answer is, 
and one of them has anything “greasy” in it, that’s your quess. No charge. 


* AND TOOTY YOU SHALL 


NEVER GET! 
— | 


Grunty’s game is a 
grand test of memory 
about the places and 
populace of the 
worlds you've visited, 
with Tooty as Grand 
Prize, 


„„ SHOHSSUSCHSOS VSR COREE 
WHAT’S THE NAME OF YOUR 
JUMP ATTACK? 


As long ab you've 


WOOD OOS OMS OMS UMS ET 


been paying z WHICH OF THESE IS THE 

attention, most SIF IPNI 2 Lip bome of the 

of the questions f THE GRASS IS HIGHEST IN questions are a 
are easy. cacti litte abstract, 


THE SQUIRREL IS OUTSIDE however. 
IN WINTER 


THE LEAVES ARE LARGEST 
IN SUMMER 
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Missing a question 
while standing on a 
skull is a one-way WIN A JOKER AND HELP IT 


ticket to lavaland. A * MIGHT! : 


If you win a Joker, use it to skip 


pe over any Square. 
THEN A LAVA BATH you 
WILL TAKE! 


WHAT'S THE PARTY Toke. 
GRUNTY Goi N 


cn PRIZE SHALL WE 
* TAKE, KAZOOIEP 


— * 
=a -At - 
Leave ìt to 


Tooty to ruin the 
celebration, 


Time to take your prize and head 
for home—right, bear and bird? 


ie ALL THE CREDITS YOU'LL 
7 NOW ENDURE! 


Even when you pass the test, Grunty 
has a hideous fate in Store . 


That'll take the Frost 
off your muq. 


BANIO.. 


GRONITILDA’S LAIR 


The area leading up to the final battle with Gruntilda—and the final 
battleground itself—is a smallish series of inner chambers, If you've 
been very (very) good about collecting Musical Notes and Jiggies, it 
really pays off now. 

Several doors in Grunty’s inner chamber require Musical Notes 
to open—many, many notes. If you have them, the big battle is a heck 
of a lot easier. If you don’t, well ., ya furry fool, what were you 
thinking? S 


Grunty’s portrait will 
require all but a 
handful of Jiggies to 
complete, 


The Note Doors in 
Grunty’s inner chambers 
require some impressive 
totals. Hope you've been 
thorough. 


What could be behind such All the high-end Note Doors pre- When you're ready to fight, of 
impressive Note Doors? pare you for the final battle with course, you'll still have to find 
Gruntilda, Grunty. 


8822! What’s in there, a rocket The hiqhest door even has one last 
launcher? Siggy puzzle to fill, leaving you When the bear and bird are ready 


with just two extra, For Filling in to rumble, Dingpot will give them a 
the picture puzzle, your life bar ride to the roof. 
effectively doubles, 


Get on the move, lest Grunty run 
you down early. 


When you see this spell or hear the 
sound it makes—go invulnerable, The At least there's some cover from 
spell will follow you until it hits, Grunty’s barrage. 


Dispense a few eqq⸗ 
when you get the 
chance, but don’t qo 
too crazy with them: 
you'll need some for 
noncombat purposes 
very 400n, 


Goggles will help 
you get airborne 
for a little doq- 
Fighting action. 


ax YOUR STUPID FRIENDS 
AREN’T MUCH HELP 


Don't waste time or ammo trying Fire eqq into the Jinjo statues The Jinjos will home in on Grunty 
to get through Grunty’s protective to activate them. to deliver tremendous blows, 
spell. 


Activating the 
Sinjonator requires 
three eqgs in each 
opening, with Grunty 
pounding away the 
whole time. Keep 
mobile, and use invul- 
nerability if things 
get really rough, 


The last of the Jinjo 
attackers will take 

out Grunty’s broom- 
stick. 


The Jinjonator 
hammers Grunty 
into submission, 


(6 it Finally time to party? 


; w g > we “<= 
md ` F : ‘ 
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2 Á Rule #1 
You never want to be on f 
somebody else’s poster. 


Lou“ re in the pros now baby. Kobe Bryant in NBA Courtside. Hyped by 
64° So all the players got mad skills. And butter moves. Just like 
ey do in the NBA. It’s legit. You can feel it. You. Plus three other 
le s. But you better represent. Because the last thing you want. 


omebody like Kobe putting shame in your game. 
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